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INSTRUCTION BOOKLET 













/ 00k for this seal 


on all soft wave and accessories 

for your Nintendo Entertainment Sxstem. h repre 
sents Nintendo's commitment to bringing you m 

the highest quality products. Items 
this seal have not been approved by 
Nintendo, and are not guaranteed 
to meet our standards of 
excellence in workmanship 
reliability and most of all, 
entertainment value. 


not earning 


THfSSEAUS 

*Q\t» ASSURANCE THAT 


Nintendo 




HAS APPRO no AMD 
iUMMimt) iHt 

DUALITY Of THIS 

^ PRODUCT 


T 


Thank you for selecting the Nintendo Entertainment System' Super Mario Bros, 
and World Class Track Meet™ Pak. 


■■ 


t Duck Hunr 


Please read this instruction booklet to ensure proper handling of your new game and 

then save the booklet for future reference. 


PRECAUTIONS 


1} This is a high precision game. It should not be stored in places that are very hot or cold. 
Never hit or drop it* Do not take it apart* 

2} Avoid touching the connectors, do not get them wet or dirty. Doing so may damage the 
game* 

3i Do not clean with benzene, paint thinner, alcohol or other such solvents. 


In the interest of product improvement, Nintendo Entertainment System specifications 
and design are subject to change without prior notice. This game has been 
programmed to take advantage of the full screen. Some older model T.V.s have 
rounded screens and may block out a portion of the image. 


19S8 Nintendo of America tnc. 






















GAME SELECTION 


• When you turn the system power awnch on, u screen fikr 
that to the right will appear. 

* Use the SELECT button or Control Pad to choose the game 
you want to play. 

When you select a game, ouch title screen will scroll from 


right to left. 


# When you have decided on the game you want to play. 

press the START button or A/B button and a demo screen 
will appear. 

Refer to each game's starting procedure before starting 


CAUTION 


To return to the game selection screen once the game is over, either press the RESET button 
or turn the power switch off and then on again. 
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OBJECT OF THE GAIV1 E/GAME DESCRIPTION 

One day the kingdom of the peaceful mushroom people was invaded by the 

Koopa, a tribe of turtles famous for their black magic. The quiet, peace-loving 
Mushroom People were turned into mere stones, bricks and even field horse¬ 
hair plants, and the Mushroom Kingdom fell into ruin. 

The only one who can undo the magic spell on the Mushroom People and 
return them to their normal selves is the Princess Toadstool, the daughter of 
the Mushroom King. Unfortunately, she is presently in the hands of the 
great Koopa turtle king. 

Mario, the hero of the story {maybe) hears about the Mushroom People's 
plight and sets out on a quest to free the Mushroom Princess from the evil 
Koopa and restore the fallen kingdom of the Mushroom People. 

You are Mario! It's up to you to save the Mushroom People from the black 
magic of the Koopa! 


1. NAMES OF CONTROLLER PARTS 

AND OPERATING INSTRUCTIONS . 


Control pad 


Controller 1/Controller 2 

for 1 player game 

for second player 
in 2 player game 


B button 


Controller 1 
Controller 2 


ST ART button 
SELECT button 
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Control pad 

moves Mario {Luigi); 


? ? ? 


Walk to the right, 

(Push button 6 at the same time to run,) 


o 


Crouch, {Super Mario only.) 

Walk to the left, (Push button B at the 
same time to run J 

.... Mario (Luigi) jumps higher if you hold the button down longer. 

.... When you're in the water, each press of this button makes you bob 


A button 

Jump 


& 


Swim ... 


up. 


Don't get too lazy about swimming or you'll get pulled under by 
the whirlpool at the bottom of the screen. 

B button 

Accelerate 


Press this button to speed up H then jump 
and you can go all the higher. 

After you pick up the fire flower, you 
can use this button to throw fire bails. 


■ ■ • 


& 


Fireballs 


SELECT button 

Use this button to move the mushroom mark to the 
game you wish to play. 
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START button 


Press this button to begm. 

Pauses 


If you wish to interrupt play in the middle of a game, press the START button. 

The pause tone will sound, and the game will stop. Press the START button again 
when you wish to continue playing. The game will continue from where you left 


off. 


The TOP SCORE will disappear if the reset switch is pressed or the power switch 

is turned off. 


2. HO W TO PL A Y 


As this game proceeds the screen gradually advances 
to the right. The Mushroom Kingdom is made up of 
a number of worlds, and each world is divided into 4 

areas, 
castle. 


The fourth area of each world ends in a big 
The Princess, as well as her mushroom re^ 
tainers, are being held in one of the castles by the 
turtle tribe. In order to rescue the Princess, Mario has 
to make It to the castle at the end of each world with 
in the given time. Along the way are mountains, pits, 
sea, turtle soldiers, and a host of traps and riddles. Whether or not you can make 
it to the last castle and tree the Princess depends on you. You're going to need 
sharp wits and lightning reflexes to complete this quest! 


6 



















Starting position and time progress 

At the beginning of the round, play starts from the beginning of the area; how¬ 
ever, once IV3ario gets about halfway through an area, he doesn't have to go all 
the way back to the beginning after getting done in by one of the bad guys, 

"When you get to the last castEe, you start the game over from the castle en¬ 
trance. 

When play starts, the clock in the upper right of the screen starts ticking away. 

Any time left on the dock when you get to the end of each area is added to 
your score as bonus points. 

There is no remaining-time bonus when you get to the very last castle. 

„ V - • \ . J /. 4 k' 

• At the end of each area there 
is a small castle, but before 
you get to the castle you have 
to go up a big staircase and 

jump onto a flagpole* The 
higher you jump onto the 
flagpole, the higher the bonus 
you receive. 


* 








* 


Finish Area 




* 


? 


100 
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Jumping. 


Mario and Super Mario both jump the 
same height. 

The height Mario jumps depends on how long you 
hold the A button down 
You can use the * .*. control pad to make Mar io 
hook to the left or right even in mid-air] 

Pushing the B button makes Mario speed up, and 
when Mario is speeded up he can jump higher. 










s 
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Bonus Prizes 

• tf Mario picks up 1 up mushroom, he gets an extra life. 
If Mario picks up 100 coins, he gets an extra life* 

In addition, there are other ways to get an extra Mario, 


. 


r 


r 


pi 




fj ■ 


Pffc 




■ . 


aus 


— OOQhQpC|HC*CpQ^_ . 

■*r ■ ■ ■ *■ 


issa 

r- >■-: 




Kiyy B flVV 

W$£KS 


I 


■ 


HV-VW 


V 


m 


!! 


r“>r 


mkimz 








■ 


/ »■ 

.w.-.wVV 1 - 

I ’.v- •% .■ . r J 
.v* V .* 

mm 


m ■ 




>>v- 


" - - - - 






■■ 


• - # 

m 


. y. *. vj 


fpwJ 

«“■ :■ t B \ a V.-T 7 T 


fJkT 

Duijt 






. 


- 


— 


9 


9 


1 up Mushroom 


Com 


- 




s 








































































Mario, Super Mario, invincible Mario, etc. 


Mario's Friends 

If you come across mushrooms who have been turned 
into bricks or made invisible, they reward you by 
giving you a power boost. With each boost Mario 
changes into a different, more powerful Mario, 
shown below* 
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StEirman 


** * * - 


Mario 


Mag t c 
Mushroom 


Starman 


Fire Flower 




Si 


r 
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rf 


Super Mar io 


r 


- 


Invincible Mario 


(return to regular Mario when bumped into by a bad guy) 
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T When Super Mario or Fiery Mario are bumped into by a bad guy, they don't die 
but simply return to their old regular-Mario selves, 

* For a short while after turning back into his regular-Mario self, Mario flickers. 
During this time, he can not be killed by bad guys {he's Invincible). 

How to topple the Turtle Tribe 

• Bad guys on top of the bricks can be taken care of by punching from below. 
Bad guys on the ground can be done in by jumping on top of them. If you 
bump into an enemy from the side or from below, you die* 

' When in the water, no matter what direction you hit the bad guys from you 


die. 


If you stomp on a Koopa Troopa, he becomes 4b and stays motionless for a 
while. During that time, you can kick him and send him flying to knock down 

enemies, 

• When Mario has fireballs, use the B button to throw them and fry the enemy. 

• Some bad guys can't be killed. Look out for these immortal creeps! 

• The points you get depend on how you kill the enemy* Try a few different 
methods to see which gives you the most points. 
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These wily twin-brother tunics come at 
you throwing hammers. ..... 1Q00 PTS 


Lakilu s pet. but a wild fighter. You can'- 


kill him by jumping on top of him . . . 


i 


V 


■ ■ 200 PTS, 


I* 


» B -i 






nma 


Man-eating plants that live in the flowci 


The mysterious turtle who controls the 

clouds. He chases after Mano and drops 


pots. They show their faces qu»ckly and 


without warning, so watch out! You can 1 ' 
kill them by jumping on top Of them 


Spiny s eggs on top of h*m, . . 


200 PTS 


.200 PTS. 


■ 


* + 
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but also 


Eggs of the turtle Spiny, pet of Lakitu. 


Usually found in the water 
Sprouts wings and fhes so you have to be 
careful in the air too. Can't be killed 


r 




You can't destroy them by jumping on 
them.. . „ 


■ > 
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, .200 PTS. 


atx>vG while she's in rhe water. 


You 














































































Mushroom 

retainers 


Podoboo 


Bowser 

King of the Koopa 


# 


Protector of the great sor 
cerer Koopa king, he comes 
flying out Of the lake of 
fire inside the Koopa king's 
castle. 


Seven Mushrooms 
Originally served in the 
court of Princess Toadstool, 

are now under the sped 






** 4 1 


r- 


• l 


I 


U 


of the evil Koopa king. 
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Jumping 

board 


Princess 


Toadstool 


The sorcerer king holding 
Princess Toadstool captive 
in the last castle. He comes 
at you spitting fire. There 
are several ways to 
him, but you only get 
points f you use fireballs. 

. m pts. 




Prmcess pf the Mushroom 


If jumps onto Jt, goes 

up and down, PusHme the A 
button when th? jumping 

boird is all the way up nukes 
Mario jump superb igh. 


Kingdom, she is the only 


one who can break the 
spell of the evil Koopa 

king. 
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Secret Tricks 

Bulldozer attack 


Kick one of the Kh and then 


run 

right behind it (use the B button) 

and your path will be cleared for you 

as your enemies are sent flying* 

Just look out for ricochets. If the 


vi 




* 


\ 


/ - W 


*■ 


runs into a C-| , your attack 
will backfire and you'd better move 
fast to keep from getting swept off yourself. 

If you want to get a lot of points, be sure not to leave any enemies alive behind 
you, since the more enemies you kill the more new ones appear. Especially 
when using the "bulldozer attack/' make sure all the enemies on the screen are 
wiped out before continuing to the right. 

• Because the screen moves from left to right, there are enemies off the edge of 
the screen that can't be seen. You can't kill enemies you can't see by sending 
a off the screen after them. Why not? Maybe they jump over the enemy 
when Mario Isn't looking * *. ! 

Strangely enough, however, if a kicked bumps into a off the screen 
it comes ricocheting back at Mario. If you hear the sound of a ricochet, jump 
right away so you'll be ready when it comes flying back onto the screen. 

• When a comes ricocheting back at you, it*s possible (for a real pro, that is} 
to stomp on the turtle one more time and stop it. 

• There are plenty of other tricks — see if you can discover them on your own. 


mmm 
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Chain-reaction techniques 


Use the old "Domino Effect" {ask 
your parents) to wipe out a bunch of 
bad guys one after the other to get 






high points. 


Each coin you grab is worth 200 
points. If you collect 100 coins, be¬ 
sides the points for the coins you 
also get an extra Mario, Without a 
doubt, a lot of coins are tucked away 
somewhere , . . {why do ya* suppose 
this is under "Chain-reaction Tech¬ 


niques?"). 


Top Secret 

You get 50 points for each brick you smash . , , try punching lots of different 

places. 

There are several different ways to get an extra Mario , . . try to figure them out 
for yourself. 

r At the end of an area {after you jump onto the flagpole), fireworks may go off, 
and for each explosion you get 500 points. The reason the fireworks go off is 
a secret ; see if you can figure it out. 
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This game requires the Zapper® Light Gun Attachment. 


OBJECT OF THE GAME/GAME DESCRIPTION 

This fast action target game takes you into the marshes with your trusted 
hunting dog at your side. He 1 II flush out your prey, then it's split second 
timing and sharp shooting accuracy to bag these ducks. Take on one duck or 
two at a time, and then as a true test of marksmanship, try clay shooting 
the ultimate challenge? 


1. CONNECTING THE ZAPPER TO THE NINTENDO 

ENTERTAINMENT SYSTEM CONTROL DEDK 


i 


T 




■ ■ i 


: 


Game Pak 


. 






TV 


Socfcci 




Connector 

insert the Z.jpoor's connector into toe Comroitef sCC*e: 2 


Nintendo En-tediro^ien; System Conhot Deo 
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2. NAMES OF CONTROLLER PARTS 

A ND OPERA TING INS TRUC T/ONS 


START/SELECT or for 

second player in Game A 


Controller 1 


Controller 1 


^ Control pad 

Used with Game A for second player to 
control duck's flight pattern. 

A button 
B button 


not used. 


A button 
B button 


not used. 


START button 
SELECT button 


SELECT button 


When this button is pressed, the arrow (-*) on the 
screen moves* 
you wish to play. 

Game selection is also possible with the Zapper. 


Line up the arrow with the game 


START button 

Press this button to begsn, Starting is also possible with the Zapper. 
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Pause: 

If you wish to interrupt play in the middle of a game, press the START button* 
The pause tone will sound, and the game wilt stop* Press the START button again 
when you wish to continue play* The game will continue from where you left off 
* The TOP SCORE will disappear if the reset switch impressed or the power switch 
is turned off* 


3 . OPERATING THE ZAPPER 


Target range: approx* 6 feet 

The target range depends somewhat on the size of 
your TV* 

Adjusting the TV screen 

The TV screen must have its contrast and brightness 
adjusted properly for this game* If not, shots may 
not hit the targets* 

Selecting and starting games with the Zapper 

“ Point the Zapper away from the screen with the 
game menu displayed, and shoot. The arrow (-*) will 
move. 

Line up the arrow (-►) with the game you wish to 
play, and then shoot directly at the screen. The 
game you selected will start. 

Some TVs may not be adjusted properly for the game* Please adjust the picture 
controls if the game doesn't start when the Zapper is fired at the screen. 


# 




i 


; 


: 


✓ 


i 


* 


: 


! 


* 
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4. HOW TO PLAY 

Gimt A: 

In this game you hunt ducks one at a time. 

* Whan the hound finds a duck, <t barks and |umps 
into the thicket. Ducks will then fly up one at a 
time. (The ducks will fly up from venous locations ) 

* The duck flies around the screen for a lew seconds 
This it your chance. Arm and shoot 1 But remember, 
you only have three thou. 

* The flashing duck at the bottom of the screon 4 
your hit indicator and wilt turn red if a hit r$ scored 

* A MISS occurs when all three shots are unsuccess 
fully used up, or when time has run out. When this 

happens, the color of the sky changes, end the duck 
flies away (The hound comes out and laughs at 
yOU | 


Ouch 



numb* ►*» Inmcjtc* 
»vo., Mt ! Irwmto*, VOJCkl 



li 


•No I 


* Sometimes oil-colored blue or off-colored red ducks 
appear You get a bonus score lor shooting these 

* Each round ends after 10 ducks have flown out of the theket The PASS LINE 
at the bottom of the screen indicates the minimum number of ducks that must 


be hit to advance to the next round. If you hit this number of ducks or more 
you advance to the next round; otherwise, the game ends. 

The ducks fly faster, and the number of ducks in the PASS LINE increases at 
you advance to later rounds 


(2 Pfayers:| 


CAME A can also be played with two players 

*One pleyiK is th# hunter. The other player controls the ducks horizontally and 
vertically with the control pad., frying to avoid the hunter s shots until the sky 
color changes. lOucks automatically escape when the sky color changes I 


GAME B (Duck Hunt) 

In thb game, two ducks fly up at the same lime. 

•The game u played in the same way as GAME A. 
but the color of the sky doesn’t change. 

* This game can only be played with ona player. 

GAME C (Clay Shooting) 

This game *s a version of irapshoot-ng 

* Oay pigeons spring out and fly away m the distance 
two at a time. Aim carefully, and shoot them. 

* The day pigeons become small very quickly as they 
fly away. It is taper to shoot them when they are 

dose. 

* At m GAMES A and B. a PASS LINE indicates th© 
minimum count necessary to advance to the next 
round The game ends if the minimum is not 

achieved. 



CbyPgton _ 
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[Shots:} 

GAME A .. 
GAME B .. 
GAME C 


.... Three shots per duck 
Three shots per two ducks 
Three shots per two clay pigeons 


■ ■IP £*¥«■■■■ 


[Scoring:] 

GAMES A, B and C 

* The points received show up on the screen wherever a hit is made. Points differ 
depending on the round. 

* A PERFECT bonus is awarded when a round is ended without a MISS. 


[Advancing to the next round] 

* If the hit indicator has reached the PASS LINE at the end of the round; you 
advance to the next round; otherwise, the game is over. 

' The minimum count on the PASS LINE gradually increases as the rounds ad¬ 
vance (starting from the 10th round). 


[Round number] 

' Round numbers are indicated with R 


* * 
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WORLD CLASS TRACK MEET 


SAFETY PRECAUTIONS 


AWARNINGA 

Persons with heart, respiratory, back and joint problems, or high blood pressure or under a physician's 
direction to restrict activity should not use the Power Pad without a physician's advice. Pregnant women 
should not use. Serious personal injury can result. 


ACAUTIONA 

• Do not wear shoes!! Keep all sharp objects away from the Power Pad at all times. 

• Do not use the Power Pad outside or near sources of heat or moisture. 

• Do not use the Power Pad on any soft, thickly padded floor such as a couch or lawn. You could stretch 
or break the internal mechanism as well as cause possible personal injury. 

• Make sure the Control Deck power is OFF when changing any game cartridge or making a connection 
from the Power Pad, Sometimes, static electricity builds up in the Power Pad and connecting it with the 
power on could damage the Nintendo Entertainment System. Do not stand on the Power Pad while mak¬ 
ing a connection, 

•When unplugging the Power Pad connector from the Control Deck, always hold the connector itself, not 
the cord. Do not touch the terminals or wet them with water. Personal injury could result, 

•All users should do several minutes of warm up exercises before starting to play games on the Power Pad, 

•Select an area to use the Power Pad where you will not be in the way of other people or objects in case 
of falls. Do not position the television set where you may hit it if you fall. 

Failure to read and comply with the instructions, including these safety precautions may result in personal 

injury to you and. or damage io the Power Pad. Nintendo of America Inc assumes no responsibility, obligation, 

or liability for injuries sustained due to Such failure. 
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TYPES OF EVENTS 


lOOM DASH 

The most crucial element m short distance running is 
the start, Controlling your pace is also an important factor. 

This game not only helps develop your muscles and alertness '"t 
hut also develops your mental concentration and stamina, _ y 




fi 


■ J 




r t V 
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LONG JUMP 

In the long jump, coordination between the speed of the approach J 
and the timing of the take-off is important. You are disqualified if 
you step over the take-off line* The key to success 3s developing 
your jumping ability in the general 
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11OM HURDLES 

The key to winning the hurdles is the timing of the jumps. You 
will not be disqualified even if you knock many hurdles over, 
but you lose time by hitting them. You should jump at the right 
place and at the right time in front of each hurdle. 






TRIPLE JUMP 

The total distance of the triple jump will be calculated as your 
score for this event. You should keep up a relatively fast 
speed in the approach. Try to maintain your momentum going 
into the hop and step* and use all your might in the final jump. 
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2 . HOW TO CONNECT AND OPERATE THE POWER PAD 


Use the B side of the Power Pad with this Game Pak* Do not use the A side 


HOW TO CONNECT THE POWER PAD TO YOUR NINTENDO ENTERTAINMENT SYSTEM 
CONTROL DECK 


To adjust the television screen when connecting the Control Deck to your television, carefully 
read the Control Deck and television instructions* 




\ 


\ 


1 * Turn the Control Deck 
Power Switch to OFF. 

Plug the standard 
Controller Connector 
into the No, 1 socket on 
the front of the Control 


2. Plug the Power Pad 
Connector into the No. 2 
socket on the front of 
the Control Deck. 


3. Insert the Game Pak into 
the Control Deck. 

Unfold the Power Pad 
completely, then turn on 
the Power Switch on 

the Control Deck 
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NAMES OF PARTS 




SIDE B 


POWER PAD 


SUPER SPEED 


a 






advanced 

SPEED POSITION 


G 


■7 


S 






normal 

POSITION 


a 


n 


LEFT 

FOOT 


RIGHT 

FOOT 


RIGHT 


FOOT 


LEFT CONTROL 
A REA 


RIGHT CONTROL 
AREA 


Two player can race side by side in the 1Q0M Dash and 1 tOM Hurdles. 

When you run in place on the pad, the runner on the screen wilt run, and when you jump, 
so will the runner on the screen. 

In the 1Q0M Dash, the runner won't jump. 


3. NAMES OF THE STANDARD CONTROLLER PARTS AND 

OPERATING INSTRUCTIONS 


I-] 


’.fH 1 H™" 1 


A button 
fi button 


START button 


Control Pad 


SELECT button 


SELECT button 


Use this button to select the event, If the screen is in registration mode, 
the selected letters will be entered, If you press this button after the game 
is over, the screen will show the award presentation, If you press it again, 
the screen will move to another game. 

Press this button to begin the game. 

"^Control Pad.Use this pad to enter individual information. 

(A) button 
ELI button. 

PAUSE... 


i I ■ + 1 


START button 


.Use this button to move the blinking cursor to the right on the screen. 
Use this button to move the blinking cursor to the left on the screen. 
The START button functions as a PAUSE button at certain times. If you 
press the START button when the screen is in award presentation mode 
for the 100M Dash, the Long Jump, the 1 10M Hurdle and the Triple Jump, 
or when the screen is in the individual score mode or award presentation 
for the Olympics, the screen will freeze. 


i i 1 ■ r ■ t ■ ■ 1 1 w 


•V 


■ 4 ■ B. ■ KB ■ I ■ 1 ■ 




■ nr ■ if ■ j | pap i p 
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4. EVENT SELECTION AND NAME ENTRY 

EVENT SELECTION SCREEN 


input of the number of players 


INPUT SCREEN 


Blinking Cursor 


ttuvnten 


K 1 


Arrow 
C u rso r 




s 


_ 


Input of 

Players' frames 




JL“ 


Blank 

Mark 


’This screen won t appear in the 
tournament mode. 


Choose one of the events listed on the screen 
by pressing the SELECT button. 

Then press the START button. 

Control Pad to position the Arrow Cursor to the appropriate listing. Then press the SELECT 


button, 

* First, register the number of players. 

selecting the number of players press the START button. Then you will see name entry columns 
for the number of players you want to compete (The maximum is 6 players .) 

* If you don't input the number of players and press the START button, it automatically becomes a one 
player game, 

writing position {Blinking Cursor? can be moved to the right or left by using the A-button or '© button. 

* When you want to cor reel a listing bring the Blinking Cursor to where the error is by using the (a) but ton 
or the (8) button. Then correct the listing. 

* Use the BLANK MARK to erase unnecessary letters, Move the Blinking Cursor by using the A;button 

the® button to the letter(s) you want to erase. Bring the Arrow Cursor to the Blank Mark and press 

the SELECT button. The letter(s! you want to erase will disappear. 
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5. HOW TO PLAY 


1} HO W TO REA D THE SCREEN DA TA 
100M DASH, 110M HURDLES 

When you play by yourself in either the TQOM 

or 1 10M hurdle, use only the left side 
control area on Power Pad. 


Runner number | | Color 


Name 


False Start 

Running 

Position 


Types of Event 


r 


shows where 
the runner is 
in relation to 
start and 


Left side runner 


finish i 


Right Side runner 


Name 


ype of event 


LONG JUMP, TRIPLE JUMP 


Distance {list 


When you play by yourself in either the Long 

Jump or the Triple Jump, you can use either the 

left side or the right side control area on the 
Power Pad, 


Running 


Position 


Runner number 


Meter (This 


indicates 
where the 
runner is 

in relation to 
the start and 

finish. I 
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2) TOURNAMENT 

The top speed of each runner varies depending upon what 
speed position he takes at the start. Which position are 
you going to take to beat the champion? 

* Super speed position-Beat the world champion by 
competing in this position. 

Advanced speed position-You are not far from 
participating in the Olympics, 

Normal speed position —This is closest to the normal 
runnrng speed. You are in the same position as the 
computer runners. 

Press the START button and stand on the left side control 
area of the Power Pad/'Start" sign will appear. 

In the other events, you can use the Normal. Super or 
Advanced Speed positions on both the left and right side 
control areas. 

This is a tournament game against 6 champions registered 
in the computer. Beat them in 10QM Dashes and 110M 
Hurdles. 

False start indicator 

* If you lift your feet from the pad before the starting signal 
a whistle and the starting gun. it is considered a "false 
start". You will be disqualified after three false starts. 
Be careful, 

* As soon as you hear the starting signal which is a whistle 
followed by the starting gun. run in place on the pad as 
quickly as you can. 


Your runner will increase his speed gradually, 

* If you win against your opponent in the 1G0M race, you move on to 
100M Hurdles against the same opponent, 

1 10M Hurdles as well, you have beaten one opponent. 
Your prize will appear on the screen. 


■■ 


tv 


» 




* After you have beaten one 
opponent you will receive one 
medal, after a second opponent 
a second medal, arid after having 
beaten your third opponent, you 

will receive a third medal. 

* You 




\ 




* 


r 




- 1 


B 


V 


-% 


v 


6 


have 

altogether. Your prizes will 

accumulate as you continue to 

win. 


opponents 








* If you are beaten, the game ends 
there. If you wish to start the 
game over, Just press the START 
button, and the first opponent 


Tr T i 

44 m 

iiUi 


appear. 


IV 
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CHALLENGE THE CHAMPIONS! 
OPPONENTS ENTRY FILES 


No. 1 TURTLE 


No.4 RABBIT 


Let s have a race 


Can you beat me? 


No.2 BEAR 


No.S BOBCAT 

Can you keep 

up with me? 


ICs my turn now. 


No.3 HORSE 

l am really fast. 


No.6 CHEETAH 

If you beat me, 
youVc the best. 


The secret to victory is to keep up your pace. 
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3 ) 10CHVI DASH 




f 


■** 


On your mark 


- 


Super speed position 
is hard to beat. 


When you play by yourself, you compete against 
the runners registered in the computer. When you 
play with two or more players, two runners 


participate each time. 


When you have 3 or more players registered, the 
award presentation screen will appear at the end. 


You can have only 2 false starts. 




* • " , ft + f|, *4i 

if i — I JK _ _ _ 






V 


111 fi 


ii 


Mi mm 


fj ■ ■ * jr 

ill * J ■* 


H ■ 

fm m * ? UK! f v ■ i 




1 


4| 


l 


I 1 


■ I 


h 


14 




- 


34 


























runners' speeds vary depending upon 
the speed positions at the start. 

You can easily adjust for players of \jSJV\0 
uneven ability by haying them start in 

different speed positions. 

Get on the pad and get ready! When two 
runners have gotten on the pad, the 

starting signal, a whistle, will be heard. 

When you hear the pistol fired, start 
running. 


ii 
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After the events are over, the screen automatically shows the 
awards presentation. If you press the START button during the 
awards presentation screen, the PAUSE function works. 


When you get on the pad of the Power Pad, a whistle is heard if you start running before 
the pistol is fired, it is considered a false start. You will be disqualified af you have three false 
starts or cannot finish within 60 seconds. 
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A) LONG JUMP 


START AT THE 
SOUND OF 
THE WHISTLE. 


FOUL! 


JUMP! 


You have 3 chances to 


jump. The farthest distance 
is considered your official 
score. 


■•i i 
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Trf. 


* 


.133 


If you choose a higher speed 
position, you can travel a 
longer distance, yet it is 
harder to gauge the timing 
of your final step. 

Choose the position which 
suits you best. 
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ON YOUR MARK 
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When you play by yourself, you 






against the runners 














registered in the computer. When 
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two or more 


rs, 
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time. 
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When you have 3 or more players 
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screen will appear at the end. 
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You can have two false starts. 




































The runners' speeds vary depending 
upon the speed positions at the start. 
You can easily adjust for players of 
uneven ability by having them start in 

different speed positions. 


r r r r r r 


Get on the pad and get ready 1 Say for 


example, when you play with two 
people, when two runners have gotten 

On the pad, the starting signal will be 

heard. When you hear the sound of the 
pistol, start running. 


* With 1 QOM Hurdles, jump over the hurdles carefully timing your jump before the hurdles. 

* Jump when you see the white box markers along the edge of the course. 

* When the events are done, the screen automatically shows the awards presentation. 

* If you press the START button during the awards presentation screen, the PAUSE function 

works. 

* When you get on the pad of the Power Pad, the sound of a whistle is heard. If you start 
running before the pistol is fired, it is considered a false start. You will be disqualified if you 
have three false starts or cannot finish within 60 seconds. 
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6} TRIPLE JUMP 






HOP 
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Three fouls, and you 
are disqualified! 


STEP! 


JUMP 


LANDING! 




In the triple jump, the total distance for the three consecutive jumps 
is considered your official score. 

Try your best, paying close attention to the timing 


jumps. 

If you choose a higher speed position, you can travel 3 longer 
distance, yet it is harder to gauge the timing of your final step. 
Choose the speed position which suits you best. 
































* Get on the pad on (he mat and start at the sound of the whistle. 

{There is no sound of a pistol.) 

I * When you play with several players, let each player Jump once and then go 

to the second round. Repeat three times. 


f ■ 


Gauge your timing well 


TIPS FOR JUMPING 


If you step over the take-off line, it's 


a foul and won't be recorded. If you 
have 3 fouls, you will be disqualified. 
When the event is over, the screen 
will automatically show the awards 


Take-off 


presentation. 


If you press the START button during 
the awards presentation screen, the 


J ii 


. O'Hop before the take-off 


3 


PAUSE function works. 


line concentrating on 
good timing, 

2)Land on the same foot 
you hopped off, 

•3 Hop to the other foot, 
®Jump and land 
41 feet. 


In World Class Track Meet Triple Jump, even if you don't 
properly alternate your feet, it won't be called a "foul 
smaller children can play as well. (For example, when a small 
child steps with both feet instead of one foot, it s not considered 


11 


so that 


on both 





7} THE OLYMPICS 


This is a group game which allows rmnwour. piirln unu. 
The stadium records for each event an? rill adjust nd to bo 
calculated on a 100 point scale 


You nlay 100M Dash, Long Jump, 110M Hurdles, nut 
’ riple Jump consecutively, Each score is converted 10 .1 

100 point scale and is totaled. 


* The 1982 world track record listed in Guincss Book 
is used as the reference !t> sot the scoring standards 
For each track event, road respective reference 
numbersi 

3) 100M Dash, 4) Long Jump, 5i 1 1QM Hurdles and 




61 Triple Jump, 


AWARDS SCREEN 


INDIVIDUAL SCORE BOARD 




■ 


Score is converted to 

100 point sente 
fouil score 

•The actual screen may be 
slightly different from the 

illustration. 

* When each player finishes all the events, the total score 
for each individual player will appear on the screen. 

Then the awards presentation will follow. 


’ Jr. 
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* 
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2 


3 


If there are players of varying abilities, 
cooperation in the selection of the speed 

positions is recommended. 
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6. WORLD CLASS TRACK MEET-TIPS 


Do some warm 


you start 


Hurrying into strenuous 


the game, 
exercise is net good for your health. 


if you have a problem 
keeping the Pad secure, 


underneath the Pad. Or you 


can use tape at the four 


corners to secure the Pad 


so it doesn't move. 


Too much exercise may be 


a day is a moderate amount of 
exercise. 




7 . SCORE 


BEST SCORE 


DATE 
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COMPLIANCE WITH FCC REGULATIONS 


us h ed o q roT| e v m ,hir? teS U$8S r3d !° frequenc V energy and if not installed and 
used proper.y, .hat is. m strrct accordance with the manufacturer's instructions 

may cause interference to radio and television reception. It has been type tested 
and found to comply with the limits for a Class B computing device in accordance 

with the specifications in Subpart J of Part 15 of FCC Rules, which are designed 
.o provide reasonable protection against such interference in a residential instab 

culTinsolation' OT* 9uaranlee Ihat interference will not occur in a parti¬ 
cular installation. If this equipment does cause interference to radio or television 

is mO"' 0 Can be determined b y turning the equipment off and on the user 
measles ^ “ C ° freCt ^ interference b V 0,1 e or more of the following 


— Reorient the receiving antenna 

— Relocate the NES with respect to the receiver 

— Move the NES away from the receiver 

p| ug the NES into a different outlet so that Control Deck and 
on different circuits. 

C ° nSUlt th6dea,er ° r 3n experienced radio/television 

t chmcian for additional suggestions. The user may find the followinq booklet 

prepared by the Federal Communications Commission helpful- 9 

How to Identify and Resolve Radio-TV Interference Problems. 

It 2MK , ^K£Mt4 GO, ' ^nm " , ’ P ' in,i " 9 ° Hi “' 


receiver are 
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IN ■ .VI ip o p om i O' i PAVI AGf fr* M.r.i * ink.. .vrwi i metow a moo*y 
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GurCo^Sumor '.rny .• On| kmIahaiiI .A i.•(■*><nlnwi Horn000 A M 
5 00 P M PACiPie Tjmu, Mondfty irtrauQh feMlfty Plv 0? Noi wrtcl 

your Pjfclo NlAlfimiJp bvdcKti Cfpn»Mmor >OnpLUlmunl 

3, I* tfw ScdViCO flflO<e .»ril-lvi r 1 yn.irtlrt to vrfVn Itm pfOWrtffl 

By BBonC. fW w.M (HVvnJt 1 yyir w,lh -n HftlgrfA AvfhoflJdEWff numtw 
S'.mpey f6«yd fhii Aufrrt»f Oh H«i out^U* pne k of ^ cH i«cr>v« 
PAK. J n<3 Wvt n yew- PAK I SI I Op! PR1 PAID AND IN FOn 

LOSS OR Q ATAAGC, lpg#rh«r *.m yowiiilM or .MmiiiiF; h oof-ol* 
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PUnCHASI’. AND AH I SUfUKCT TO PHI CON OPTIONS SET FORTH 
HEREIN IN NO P Vl N' iffAl 1 NINTENDO BE LIABlE FOR 
CON^fOljp NTtAl Oft iNCfOl P* EAL DAPjlAGES RESUi-TlKG FROM THE 

BREACH OF A-jy EXPRESS OR <WPt 1E0 WARRANTIES 


N.ntAn*J-<rf Am^ncii IrtC 
S'!-!-, Con^urrmn Snu’ftCn 0«AArj^jinl 

43J0.$QUI Avpnu* Nl: 
RwJmwid, WA 


Th* pccrvrjaOd) &P [Ns w#rr*n|y tup vnbQ. in |lw UrutPC Stales only. Some 
+ .1fliot do run! .ilbrrnirtJbftfrti On N&w ICirsg ah imp|i<?d warranty IUS1J O' 
v sCPuMJO of CO*s«’h;voi’’,; ir Of dan>;tges., SO Iho aBO'.'e 1 limitation^ 

and oxcfytVon nuiy w jfipfytoyov Thnj warranty gim you spce-Pio logai 
nsh!> and you m.jy j'so frjvti eihtr r^ht". wB.eh vAry Horn - j.i jii& 10 5ia:e 


This warranty sBa! noi Apply -1 (hr- (> AK Ki% nmnnQeQ by flu® b net' 

aOCrOOfil. ynrOiJOeUjWd U 1 ^, modilKflbon. lompor.ng, Or By OflTior ChuVlb 

unrc-alod to doioclivo maloruitai o * WinJet n'.Biti 


46 



